The politic of desire 
Designer is able to help cope with nihilism through design approaches.
Introduction
With the politic of desire, capitalism is trying its best effort to arise prople’s desire and engage in the comsuming activities. By selling people’s concentration, more and more fragmental informations of desire silde into every aspects of people’s daily life, brainwashed people with the concept “happiness is expensive”, the endless consumerism can never make people satisfy and ultimately lead them falling into the abyss of nihilism. To cope with the nihilism which caused by the consumerism, psychologists, sociologists biologists and philosophers are making an attempt from varios aspects. Now with the design playing a more and more important roll in people’s daily life, designers are getting more influence on those social issues and trying to use design as the tool to bridging different research results across the fields. Designers have the ability to address and reveal the concept of nihilism, and even more importantly, engage in helping individuals cope with it. By visually representing the essence of nihilism, thereby fostering awareness and understanding, and by creating designs that offer solutions or coping mechanisms for those grappling with nihilistic thoughts.
Theoretical Perspectives
Nihilism, a philosophical viewpoint asserting the absence of meaning or value in life, has increasingly become a prominent issue in contemporary society, potentially leading to significant mental health challenges. This phenomenon can be primarily attributed to various factors, including the rapid proliferation of information evolving cultural norms, and most important, the politic of desire.

In today's digital age, the relentless influx of information, often contradictory or overwhelming, contributes to a sense of existential uncertainty. In the Netflix’s documentary The Social Dilemma (2020), people are bombarded with news, opinions, and data from numerous sources, because the advertisement business behind those information sources requires the creator to generate more stimulating content to catch people’s eyes so that users will also see more advertisements. To achieve this, application deveoplers also try every effort to make use of the latest neuro sicence and social sicence methodologies to construct the mechanism that getting people addicting to those applications. While people’s concetration are caught by those applications, they got little mind to think and recognise the information which is really useful, with the information cocoons people only see what they want to see which leads to narrow minded and even harder to have a objective view to the reality, the emerging of AI tools are no doubt increasing this process. In such a situation people find it hard or even unable to form their personal values, which can leads to a manifest as a form of nihilistic despair, individuals just can not find the answer to their meanling of life.

Moreover, cultural shifts have led to an increased focus on individualism and personal achievement. For economical and technological developments, more and more people to engaging into the social production activities, the modern social is giving more pressure to define a person’s success and fulfillment based on his worldly achievement like money and reputations. With people trapped deeper and deeper in the information glut, it not only leads people to build the sandard of happiness based on those external factors and material needs, but also prevent them to look inward to find their real needs. In Dalai Lama’s book The Art of Happiness, he points out that happiness is basically funding on the contentment of current situation, and people confuse the happiness with pleasure, always looking for something new to satisfy their desire instead of coexist and balance for it. People today no longer know how to content with possessing because nobody knows what they really need, after exhasted with chazing wealth and fame, all of a sudden when they look back and begin to wonder the meaning of all these suffering, they will lost themselves to the meaningless and absurd of the live the have so far, trapped in the nihilism.

The nihilism is manifest as the mismatching between mind and body, thought and action taking. It can contribute to a range of mental health issues, including depression, anxiety, and existential despair. The pilitic desire is hence using those triks to make people addict and get lost. To cope with this situation, designers can use visual mataphor to promoting positive narratives, which helps people foster the concept of “the politic of desire” and “nihilism” to realize current sitiation, by letting people realizing the issue they are facing to get the chance of taking further actions to slove it. In Nir Eyal’s Indistractable, he points out that “time management is pain management”, so designers are now trying to figure out the way to guide people find their source of discomfort and facing the nihilism. By realizing what people are escaping from to build the psychological preparation for the phubbing. The desire politic thus use this gap to cover people’s eye from the difficulties which is really matters, thus turn to instant gratifications to temporarily escaping from it. In this situation, it ultimately leads to a negative circulation like escape, anxious, nihilism, and escape again. But designers can still make products with interactive and digital co-operation design to encouraging mindfulness and reflection. In stead of making people addicted on the external tools to escape from the real issue in their life, mindful deign can using meditation and therapy methods to guide users turn their focos form external stimulations to internal psycho feelings, by realizing the current interoceptions the users can have a relatively subjective evaluation of selves mental state. Now designers are also having intense co-opreations with those meditation masters, using graphic design to repersent the state of mindfulness which help users have a better comprehension with it. By using the methods of phubbing, those mindful apps are also designed to guide users relying more on it, like daily reminder and check in rewards, also wiht more vivid interactive animations, to help users foster their concept and habit of mindfulness to fight against nihilism, and guide them bring this mental state into their daily lives. In the future there must be more and more designers engaging in the mindful designe and experssing the social issue of nihilism to guided people turning to a more posotive life style without nihilism.
Alexander McQueen S/S 1994, “Nihilism”
Nihilism: “Life is without objective meaning, purpose, or intrinsic value.”

Alexander McQueen (1969 – 2010), known to his friends and family as Lee, was born and educated in London. He was one of the most celebrated fashion designers of his generation, known for his highly original designs that married artistry with exceptional technical ability. For his first staged runway show, Lee McQueen presented models that appeared to have been victims of a car wreck, or in the eyes of some reviewers, abuse. They walk down the runway spattered in what appears to be blood or dirt, and wear pants cut so low on the hip that they reveal the top of the models’ bottoms. The Independent titled their review of the show “McQueen’s Theatre of Cruelty”, writing: “McQueen, who is 24 and from London’s East End, has a view that speaks of battered women, of violent lives, of grinding daily existences offset by wild, drug-enhanced nocturnal dives into clubs where the dress code is semi-naked.”The most memorable part of the collection was the ‘bumster’ pants, which the trend of low-cut pants is attributed to. McQueen told The Guardian Weekend in 1996 that “the bottom of the spine– that’s the most erotic part of anyone’s body." While McQueen’s debut show was almost unanimously agreed upon as a horror show, it was decided that he was still defining British fashion. Marion Hume, writing for The Independent, wrote that while she hopes he will grow out of his "perverse view of women…he has an assured view of fashion.”Lee used shock tactics in his early shows to garner attention, even if it was negative. Nihilism proved that though audience members were shocked by the barely-there clothing and styling of the models, they respected the other tailored, sharp pieces on the runway. 

Lee’s “Nihilism” series represent audiance the concept of nihilism in a visual way. In Lisa Feldman Barrett’s How Emotions Are Made illustrated the process of concept biuld and its relation with interoception, to cope with nihiism, people should first get to know what is nihilism and how it feels. Lee’s work reveals the concept of nihilism to public that what he defines as meaningless, and then pointed out a way about how he cope with nihilism through his design works which is eliminating the meaning of clothes. The meaning of clothes, which is provide peotection as functional purpose and cover the nude with cultural purpose. By making the meaningful things meaningless, Lee face the nothingness with nihilsm and taking actions in re-creating those new stuffs which gives another aspect of meaning to it. Just like existentialism said, what you do defines what you are. His work tells the world with his design crafts that nothing can beat a human as nihilism as long as you are engaged with action taking. Nihilism is a mental state that gets people trapped in his narrow minded to a specific understanding of the world. It’s the hardest way to take real actions because one is struggling with looking for meaning which is not exist in his current state, because the meaning his is looking for should not be contained in his current closed mind but need to take a look at other sources of feedback. So it’s also the easiest way to cope with nihilism which is everything got its meaning as long as one takes action, the actions always accompanies with meaning from other point of view and can be the source of feedback to help break though the narrow minded which is trapped in the limited view of nihilism. 
Sword Zen, A 2021 Global Game Jam Game
Sword Zen is a sound action zen-like experimental game. In the game, you are a swordsman who has suffered from the torture and loss of the past. You have to face your chaotic heart again, adjust your breathing rhythm to restore your perception of things and the present, and face threats to break through obstacles. , And relearn how to strike that perfect blow when the breath is stable, defeat the huge shadow, find your own peace, and face the ultimate.

[bookmark: _GoBack]In the time which is full of pleasure and instant fratifications, people gradually lost their inner balance physically and psychologically. With so many new fancy games emerges everyday, people get more choices for their option of entertainment. The addiction to digital games has already caused an social issue today, those people trapped themselves at home without socializating is called hikikomori. When they find the geme and other entertainments can no longer making them satisfied with the pleasure, those people turned to anxiety and depressed, with nihilism. Usually, digital games are regarded to be the culprit of this social phenomenon. Has to say, those stimulations have constantly triggered people’s pursuing for domapine which leads to another level of unsatisfaction, discontentment. In Robert Wright’s book Why Buddhism is True, he points out that in evolutionary psychology’s view, human gets the ability of adaption which leads to unsatisfy with current situation and thus looking for way to improve the current condition, that leads to the evolution of human species. However, this ability of adaptation only evolved to fit in natural environments, with the development of civilization and technology our nature are no longer fit in with the society today which has never had much entertainment like before. Our ability of adaptation gets into chaos with those instant gratifications, the more pleasure we have, the more suffering we get. In Anna Lembke’s book Dopamine Nation, she points out that people have their hormone levels with internal homeostasis which human body is tend to keep the hormone level in a relative stable sense. The brain’s reward pathway doesn't want to be deviated for very long, either to the side of pleasure or pain. In order to level the mental hormone state, the brain needs to increase the threshold for hormone releasing when prople are exposed to high level of pleasure for a long time. That explains the human adaptation from neuroscience’s point of view and what will happen after that. The more pleasure we have, the higher threshold we have, and it takes longer time to balance the domapine we have to get our hormone state to the normal level, which is manifest as anxiety, depressed and many other negative emotions. To obtain the advantages and avoid the disadvantages is all species’ instinct, so people need to rely more on those superficial entertainments to escape from those nagetive experience, getting addicted to it until one moment no entertainment is avilable to reach the threashold of brain’s reward pathway, nihilism again crawling into people’s mind. 

The game Sword Zen is desingers’ approach to help people get out of this delimma by which gives people’s an easy approach to mindfulness. Using game design as media, in combination with graphic metaphor and music involving, it makes it easier for public to accept it as a game instead of a treatment for sickness. This game has an easy way to interact with users, which is by holding the button to breath in and release the button to breath out, this game forms a strong connection between the game controling and breath rhythm. This breath method cotains breath in for 4 seconds and breath out for 4 seconds which is longer than our usual breathing thus leads to a deep breath that connet to the mindful and relax. In order to have the perfect combos in game, users should also pay attention to the sound effect collaborated with the 4 to 4 rhythm. Instead of catching user’s eyes this game is making every effort to guiding users to paying attention to their inner body, to feel the existing of every breath and themselves. That’s why this game’s scene only represents a square and a circle. The square which refers to the users’ controling space bar and the circle refers to the rhythm of breath. With the dark background, the game developer of Sword Zen shows the 2 main elements of the game in such a concise way to deduct the visual stimulation to users, transfer the information effectively and cut away all the other disruptions. So the main aim of this game is not about entertainment but gives user an easy approach to mindfulness. It’s gives user space for imagination of sword practicing as a swordman, and the game will getting more and more difficult with the process’s advancement, which repersent the design method of hook, by getting people constantly engaging through the task which is 3% more difficult beyond current avilability. The difference between this game and other addictive apps is the more user addicted with it, the more attention user pays with their interoceptions, which leads to the highr state of mindfulness and being of present. So the users can always keep their mind lucid instead of get lost with the apps. By turning focus inward instead of relying on external superfacial entertainments, user will find themselves with the real freedom of choice making at this moment, which is by being present and mindful that they can choose what to engaging with instead of being governed by the apps and other external stimulus. The feeling of time passing and self existence has got more clear and user can embracing the present moment of happiness within themselves. So it’s not about entertainment and gaining pleasure but use it as an approach to help people practicing mindfulness which gives the potentia of feeling the happiness and bringing mindfulness into daily life. 

Indistractabel: concentration management is pain management
cant hurt me: we need suffer and pain to sharpen our mind
Dopamin nation: inner balance
how emortion are made: how the hallucination predict forming our interoception, the concept building process, and how we are avilable to biuld the concept of mindfulness and present to cope with nihilism.
Poster Design: Breath
Under the social dilemma which is governed by the politics of desire, nihilism has became a social issure bothering the young generations. With capitalism turned human concentration into products, a bussiness of selling and plunder user concentration has slide into every aspect of our daily life. We trapped in the chaos of instant gratifications which can never be satisfied, those superfacial pleasure has became a way to catch people and escepe from reality. With people’s rising threshold of entertainment, here comes the mismatching between thoughts and action taking, and self-questioning: what am I doing? What’s the meaning of my life? 

As a designer, we can use design methods as approach to engaging in action taking and shows our meaning to the world through behavior. Visual metaphore is used to illustrate the social issue of nihilism. With mindfulness approaches, designers can thus use the hooking tools of applications to guide people through an easy way to get in touch with mindfulness and be present. 

This poster is named “Breath”, which is made with interactive approaches that audiance can actually interact with this dynamic poster. By holding the button and breathing in, the white space of mindfulness will expand while you breath out. With more and more breath practicing, audiance can engage in the experiencing of mindfulness. The chaotic pattern will gradually covered by the mindful space, gives people an easy approach to comprehend the mindfulness.

